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Year 
6 

 Term 1 Term 2 

Cornerstones Bloodheart – Science 
Human circulatory system and heart health 
Heart and significant medical discoveries. 

Revolution – History 
Life in Victorian times.  
Victorian culture, including significant people and inventions of the 
time. 

Computing KS2.2 
Use sequence, selection, and repetition in programs, 
work with variables and various forms of input and 
output. 
 

KS2.5 
Use search technologies effectively, appreciate how results are 
selected and ranked, and be discerning in evaluating digital content. 
KS2.6 
Select, use and combine a variety of software (including internet 
services) on a range of digital devices to design and create a range of 
programs, systems and content that accomplish given goals, including 
collecting, analysing, evaluating and presenting data and information. 

Activities Create a shared document in Teams to store the 
project files. 
Make a flow diagram of the process of how the heart 
beats (Cornerstones) 
See App/ Resources comments about an 'Experience' 
Pupils to use the AR App ‘Insight heart’ that creates a 
virtual person they can work around and examine 
different parts of the circulatory system. 
Alternative App – Inner body 

Create a shared document in Teams to store the project files. 
After their research into the topic , pupils to create Victorian 
presentation using their own preferred type of media.  
Search for images for specific topics - using search engines efficiently - 
select only relevant ones and be able to justify their selections.  
Create a before and after presentation - then and now 
(Optional) 
Pupils pose for typical ‘Victorian’ photos. Use filters to change images 
to sepia. Take same image but make it look modern. Use the 
animation Apps to morph the old one into a new one for today. 

Equipment, 
Apps & 
Resources 

iPads / PC laptops 
iPad App ‘ Insight heart’ – AR construct of human 
body and all support etc 
Online simulation of heart and organs: 
https://www.innerbody.com/image_card02/card51-
new.html 

iPads/PC laptops 
iMovie and / or Photostory 
Access to Office Apps 
Cameras 
Tripods 
(Optional) 
Drawing App (with basic filters) or can use iMovie /Photostory for filter 
and then morphing. 

https://www.innerbody.com/image_card02/card51-new.html
https://www.innerbody.com/image_card02/card51-new.html
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Year 
6 

 Term 3 Term 4 

Cornerstones Frozen Kingdom – Geography 
Polar regions.  
Interconnections of extreme ecosystem and how 
humans and animals seek to conquer it. 

Child’s War – History 
Cause and effect of the Second World War  
Develop empathy for what it was like to be a child at the time and 
significant events and people. 

Computing KS2.2 
Use sequence, selection, and repetition in programs, 
work with variables and various forms of input and 
output. 
KS2.5 
Use search technologies effectively, appreciate how 
results are selected and ranked, and be discerning in 
evaluating digital content. 
KS2.6 
Select, use and combine a variety of software 
(including internet services) on a range of digital 
devices to design and create a range of programs, 
systems and content that accomplish given goals, 
including collecting, analysing, evaluating and 
presenting data and information. 

KS2.4 
Understand computer networks including the internet; how they can 
provide multiple services, such as the world wide web, and the 
opportunities they offer for communication and collaboration. 
KS2.5 
Use search technologies effectively, appreciate how results are 
selected and ranked, and be discerning in evaluating digital content. 
KS2.6 
Select, use and combine a variety of software (including internet 
services) on a range of digital devices to design and create a range of 
programs, systems and content that accomplish given goals, including 
collecting, analysing, evaluating and presenting data and information. 
 

Activities Create a shared folder in Teams to store the project 
files 
Work out the correct sequence for given food chains. 
(Sample can be adjusted to match ones in 
Cornerstone if wanted) 
When they have a correct sequence, develop a table 
(in Word?) for one of the top of the food chains to use 

Create a shared folder in Teams to store the project files. 
Students find out how 'old' news was broadcast and describe how we 
get news today.  
Discuss the structures using resources about the structure of internet 
and the web. 
After their research, pupils in groups to create a radio broadcast using 
the same style of language as can be listened to on BBC History clips. 
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in game like Top Trumps. Sample document is 
available ‘Foodchain Top Trumps.docx’. 
Before beginning to play, discuss which animals from 
polar regions they think will be top trump animal (and 
why). 
Play the Top Trumps in groups or with partner and see 
if their predictions came true. 

Storyboard what will be said - who will be Announcer? Who will be 
correspondent? Who will be the children being interviewed? 
Write the scripts and then record. 

Equipment, 
Apps & 
Resources 

iPads / PC laptops 
Access to Office Apps 
Foodchain Top Trumps.docx 

iPads/ PC laptops 
External microphones (or internal recording if not possible) 
Online audio clips 
https://www.bbc.com/historyofthebbc/100-voices/ww2 

 

Year 
6 

 Term 5 Term 6 

Cornerstones Tomorrow’s World – Computing 
Modern-day communication 
How to build a website, ESafety and the movers and 
shakers in the world of technology. 

ID – Science 
Classification and inheritance.  
Human identity, genetic characteristics, family traits and their own 
values and beliefs. 

Computing KS2.1 
Design, write and debug programs that accomplish 
specific goals, including controlling or simulating 
physical systems, solve problems by decomposing 
them into smaller parts. 
KS2.2 
Use search technologies effectively, appreciate how 
results are selected and ranked, and be discerning in 
evaluating digital content. 
KS2.3 
Use logical reasoning to explain how simple 
algorithms work and detect and correct errors in 
algorithms and programs. 
KS2.4 

KS2.2 
Use search technologies effectively, appreciate how results are 
selected and ranked, and be discerning in evaluating digital content. 
KS2.3 
Use logical reasoning to explain how simple algorithms work and 
detect and correct errors in algorithms and programs. 
KS2.6 
select, use and combine a variety of software (including internet 
services) on a range of digital devices to design and create a range of 
programs, systems and content that accomplish given goals, including 
collecting, analysing, evaluating and presenting data and information. 

https://www.bbc.com/historyofthebbc/100-voices/ww2
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Understand computer networks including the 
internet; how they can provide multiple services, such 
as the world wide web, and the opportunities they 
offer for communication and collaboration. 
KS2.7 
Use technology safely, respectfully and responsibly, 
recognise acceptable / unacceptable behaviour, 
identify a range of ways to report concerns about 
content and contact. 

Activities Create a shared folder in Teams to store project files. 
Pupils to look at the AI Machine Learning from 
Code.org. 
https://studio.code.org/s/oceans/stage/1/puzzle/1  
To provide different learning experiences, based on 
coding pupils visit the ‘Erase all kittens’ online coding 
game. Provide a limited time scale and see who can 
progress the furthest up the levels. This will introduce 
them to the different coding languages. 
Pupils could also visit Swift Playgrounds for a 
comparative experience and to use the DJI Tello drone 
– to carry an object across the room and deliver – in 
similar way to how organisations like Amazon are 
considering usage. 
Share their impressions as to which is easiest to use 
and to learn from. 
Final task is to discuss the amount of personal data 
that they know they have shared with these site – do 
they know who can see it? Do they know what should 
be protected etc. 

Goal will be to create the logic outline of a whole class game that 
allows them to add to their own avatar skills and effectively the 9 
Oasis Habits. 
Select a specific habit and produce as a flow chart - include 'loops' and 
decisions 
Share their outline with another who tries out their logic and 
comments and amends to make it work.  
The game can be produced using PowerPoint, OneNote or any other 
online development App available. Where PowerPoint and OneNote 
are used, no coding required but will still need all the logic for 
navigating how the game will work. 
Pupils can refer back to Code.org and / or Swift Playgrounds to 
support their use of coding languages.  
If taken further on potential of task post SATs then they could do a 
Dragons Den to persuade a selected audience (of adults) what is good 
about their game. 
 

Equipment, 
Apps & 
Resources 

iPads / PC laptops 
DJI Tello Drone and control App 
A! Information: 
https://studio.code.org/s/oceans/stage/1/puzzle/1 

iPads / PC laptops 
Access to Office Apps or game development App 
Cameras 
Tripods 

https://studio.code.org/s/oceans/stage/1/puzzle/1
https://studio.code.org/s/oceans/stage/1/puzzle/1
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Access to Code.org (free or if desired can be accounts 
set up) 
https://code.org/ 
Erase all kittens: 
https://eraseallkittens.com/ 
Swift Playgrounds (iPads only) 
https://www.apple.com/uk/swift/playgrounds/ 
 

 
 

 

 

https://code.org/
https://eraseallkittens.com/
https://www.apple.com/uk/swift/playgrounds/

